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It is hard to believe that it’s only De- -UES gg 
been a few short years since the 
game ‘Wolfenstein’ made its 
debut and caused a revolution in the PC game world. This was 
because the game gave a realistic, for the time, impression of 
the 3D-world, something that used to be the realm of very 
expensive CAD software only. Many other games have subse- 
quently been released that also present a 3D-world through 
which the player can move freely about (only obstructed by var- 
ious monsters, soldiers, aliens, etc. who are all out to get you). 
With the rise of Windows, Microsoft has recognised the impor- 
tance of migrating these kinds of games to the Windows plat- 
form. It was time for a new API, so that the operating system 
became responsible for the display of the 3D-world, because 
it was not desirable that programs accessed the hardware 
directly under Windows. This new API has been called 
DirectX, a complicated piece of interface technology. Later on, 
the API was further expanded with other functions for the PC 
game industry. These days there are DirectX interfaces for the 
joystick (including force-feedback), keyboard and other input 
devices as well a network interface optimised for game play, 
sound card interface and much more. 

Although this API is primarily intended for games, it is also use- 
ful for ‘normal’ programs. It is possible, for example, to use the 
network interface for other purposes. Plus, it looks very profes- 
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sional if one or more 3D-objects enhance the appearance of your 
program. But above all: it is fun and educational to use DirectX. 
The Japanese programmer Hiroyuki Hori has apparently made 
an extensive study of the DirectX-material, with the result a 
package of Delphi-components that make programming of 
DirectX-applications easier. The installation of these compo- 
nents is done with a setup-program. After installation, an 
additional tab with the name ‘DelphiX’ has been added to the 
components (Figure 1). 

It is a good idea to study the many examples that are included 
to see what can be done with all these new components. The 
examples vary from simple applications (that make it easier to 
examine the various functions of DelphiX) to very beautiful 
graphical effects. To illustrate these, Figure 2 shows the 
screen dumps of two of the examples: Samples/d3drm/Alph- 
aBlending and Samples/d3dim/Texture. 

The file can be downloaded from www.yks.ne.jp/~hori/ 
Delphix-e.html. 

We suggest that you download the three tools on this page as 
well. These are very handy when converting graphics images 
or audio to a file format that is suitable for DirectX. 
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